
Rayahs: 1-2 

(When playne sOiC, the game 
4! TM wifi use IP Ctiflfrote) 


It's revera ust® macaroons! 

Trap yocr opponent's macaroons and change them to volts. 


Cursor 

Move the cursor to 
select a location f cr 
your macaroons. 
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Macaroons 

The pieces used in tlis reverse 
IP and 2P^& macaroons are 
iSfferent types. 
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Sweet Reversi™ Rules 


- First, select the macaroon you want to use. 



- Decide whether IP or 2P wi go frst, then take turns placing macaroons YOU can 


ohty place them in locations where they wl trap you exponent's macaroons. 

- Once you have trapped you opponent's macaroons, they wl change to yours. 

- When no more moves can be made, the person with the most of their type of 
macaroon whs. 















Tips For Victory 


The player with the most macaroons at the end wins, 
so make sure to place your macaroons in (scatters that will 
sknultaneausiy change your opponent's macaroons to you - own 
and wl also prevent your opponent from doing the same. 


■Aim for the Four Corners 

Macaroons placed in the four corners of the board can 
never be changed, making them highly advantageous 
spots. Try to get the corners whenever yon can. 
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Information 


TThte game uses the I - I button, I i I but ten and START button for confirmations. 
Use the drecticna! buttons and © , © „ @ and © buttons to move the cltsot. 
Use the ® button to confirm choices at the save, load, and HOME screens. 

'About fonts 

The typefaces included herein are partialy devebped by DynaComware. 




